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PA3BUTHUE KOHLIENIUWA TEAMUPUKALIUU B
XXI BEKE

Hrpogoii nponecc ABJisAeTCd OCHOBHBIM HUHCTPYMEHTOM
Pa3sBUTHA U CTaHOBJIEHMA JUMYHOCTH, KOTOPBIN 3as10-
»KeH B YeJI0oBeKe camMoii nmpupogoii [1]. Urpa conpoBox-
AaeT JIIoJeil Ha NPOTKeHUM Bcell UX »KU3HU. OCHOBHasA
¢yHKIUA UTp - BOBJIEYEHHOCTD: C OJHOM CTOPOHBI, Urpa
MOXKET Y/JOBJIETBODMTh CTpeMJ/IeHHMe MHAMBHJA K Ka-
KHUM-/IU60 NOTPEGHOCTAM, NPHOGPETEeHHBIM UHAUBUAY-
a/IbHBIM ONBITOM, C JPYroi - NpoGyAUTh UHTEpPeC K 4Ye-
My-1160. HHTepec K KOHUIEeNUMH redMHMPUKALMH C
HAay4YHOM TOYKHU 3peHHs GbLI 0GYC/I0BJIeH pa3BUTHEM
KOMIIbIOTEPHOTO 0Gy4yeHUsA B KOHIe XX B. U UCNOJIb30-
BaHHEM B mpouecce 06Gy4YeHHsA MIPOBBIX 3/IEMEHTOB.
OaHako B nocjeAHue roapl cepa npuMeHeHHsA reiiMu-
¢ukanuu pacmmpuiace. K HauGoJsiee aKTyaJabHBIM
chpepaM npuMeHeHUs KOHLENUIUM B HacTosuee BpeMs
OTHOCAT CUCTEMBI OTCJ/IEKMBAHMA NOKa3aTesiell paGoThI
COTPYAHMKOB, ynpaBJjieHUs HHHOBaLMsAMH, 06Gpa3oBa-
HUS, IMYHOCTHOTO PAa3BUTHUA U B3aMMOJEICTBUSA C K/IM-
eHTaMHu. B cBA3M C 3TUM MHoOrue y4yeHble NPH3HAIOT
HEO00X0AMMOCTb JONOJIHUTE/JbHBIX HCC/IEeA0BaHUII B
3TOM 06J1aCTH AJI JOCTHKEHUA OpraHu3anusaMHM 10J10-
JKMTe/IbHBIX Pe3yJIbTaTOB OT MCIO0JIb30BaHUs reiMu-
dunupoBaHHbIX cucTeM. B paMKax cTaTbu npeanpuHs-
Ta NONBITKa ONpeje/UTb MecTO reiMupukauyu B
HayKe, CTelleHb ee BJIUAHUA HAa pa3/U4yHble COLUAIb-
Hble U 3KOHOMMYECKHE aCIeKTbl AeHCTBUTEBbHOCTH.
PaccMaTpuBaeTcs BAMsAHME UCTOPUYECKOH peTpocnek-
THBbI Ha NPUKJIAAHOH acHeKT MCNO0/Ib30BaHUA KOHIEeN-
oy reiMupUKany Ha COBpeMEHHOM 3Tane pa3BUTHA.

Knwo4yeBble cioBa: reiiMmudpukanus, HCTOpUYECKHE
acneKTbl, BOBJIEYEHHOCTb, 3Tallbl Pa3BUTHS, UTPOBBIE
3JIeMeHTbI B 06pa30BaHUH, TUNIU3ALUA UTPOKOB
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GAMIFICATION CONCEPT DEVELOPMENT IN THE
XXI CENTURY

Gameplay is the main instrument of development
and formation of the personality, which is inherent
in the person by the nature itself [1]. The game ac-
companies people throughout their lives. The main
function of games - involvement: on the one hand,
the game can satisfy the desire of the individual to
any needs acquired by individual experience, on
the other hand-to awaken interest in anything. In-
terest in the concept of gamification from a scien-
tific point of view was due to the development of
computer training at the end of the 20th century
and the use of game elements in the learning pro-
cess. However, gamification has expanded in recent
years. The most relevant areas of application of the
concept currently include systems for tracking em-
ployee performance, innovation management, edu-
cation, personal development and customer inter-
action. In this regard, many scientists recognize the
need for additional research in this area to achieve
positive results organizations from the use of gami-
fied systems. The article attempts to determine the
place of gamification in science, the degree of its
influence on various social and economic aspects of
reality. The influence of historical retrospective on
the applied aspect of the gamification concept at
the present stage of development is considered.

Keywords: gamification, historical aspects, involve-
ment, stages of development, game elements in educa-
tion, classification of players

Ha MNPpOTAXKEHHUHU IIOCJNEAHHX JIET FeI‘/JIMI/I(I)I/IKaLU/IH ABJIdeTCAd MpeaAMEeTOM HM3Yy4YE€HHA BO

MHOT'MX Hay4YHbIX 06/1acTsAX. B HacTos1ee BpeMs JaHHas KOHLENIUS NPOL0/KAeT Pa3BUBAThCS
Y KaK HOBbIM TpeHJ MHPOPMALMOHHOTO MUPA MOJIyYrJIa CBOE pacCIpoCTpaHeHHEe B IKOHOMUYe-
CKOM, 06pa30BaTebHON, NOJUTHYECKOUN U COLMAIbHOH cdepax obLiecTBa.

O6Js1a1as1 TAKUMH XapaKTePUCTUKAMHU, KaK IPHMeHeHHe UTPOBBIX 3JIEMEHTOB U UT'POBOTO
MBILILJIEHUSI B HEUTPOBBIX KOHTEKCTAX, BBeJeHHE JJONOJHUTENbHbBIX UI'POBBIX MPABUJ B JIIOOYIO
JlesITeJIbHOCTb, MTHOBEHHAs1 06paTHasi CBSI3b, BOBJIEYEHHOCTDb U [JOOPOBOJIBHOCTD, reiMuduKa-
1145l BBICTYIIAeT CPE/ICTBOM IOBBIILIEHUS] BHYTPeHHENH MOTHUBALMHU KeJIaeMOTO MOBe/IeHUS M0JIb-
30BaTesiel WM NMOTpebUTeslel B pelleHUH CTpaTerdyeckHux 3ajady opraHusanuu. B TeueHue
MHOTHX JIET UI'PbI CIOCOOCTBOBA/IM MPOTpeccy B CaMbIX pa3HbIX o6JacTax (puc. 1). llupokue
BO3MOXXHOCTH reiiMudUKaLMU TO3BOJISIOT UCIIOJB30BATh €€ B MPUKJ/IaJHbIX pa3paboTkax [2].
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Puc. 1. dTanbl pa3BuTusi U GOPMUPOBAHUS KOHLENIIUY reHMUPUKALLMU
Fig. 1. Stages of development and formation of the gamification concept
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Source: completed by the author.

[ aHa/M3a AMHAMUKY Pa3BUTHUs KOHLENLWU redMUQUKaLUU B CTaTbe OYLYT paccMOT-
peHbl OCHOBHBIE 3Tallbl ee GOPMUPOBAHUS, HAUUHAs € KOHLa XX B.

1. Hzpoesvblie 31emeHmbl 8 06pa3zoeaHuu (koHey XX a. - Hacm. epems)

[Io Mepe TOro, Kak KOMINbIOTEPHbIE UTPbl CTAHOBUJIMCH BCe 60Jjiee MUPOKO pacnpocTpa-
HEHHBIMU B 0011leCTBe, y4eHble, 3aHUMaloIluecss BONIpocaMy 06pa3oBaHus], CTa/lUu 3ayMbIBaThb-
cs1 06 UX MCII0JIb30BaHUU B LeJFX MOBBIIIEHNS KauecTBa 00y4yeHUs. [lepBbIM HcCiefoBaTeseM,
KTO HayaJl pacCMaTpUBaTh UIPbI C TOYKM 3peHUs NOOYXK/JeHUsI U MOTHBALMU N0Jb30BaTes el
KPUTHUYECKU MBICJUTh U pewiaTh npobJemsl, ctaia T. MasoyH. B 1980 r. yyeHblil ony6aMKoBas
psA4 HAay4yHBIX CTaTel O 3apoxjarollelics 06/1acTU JU3aliHa BUAeoUrp. Urpbl OH MOHUMaJ Kak
HCTOYHUK «3BPUCTUKHU [l IPUATHBIX UHTEPENCOB» U CYMTAJ, YTO C UX IOMOLUIBIO IETH MOTYT
yuuThbcs [3, c. 9].

T. ManoyH fokasas [4], 4To MOTHBALMs UTPOKOB 3aBUCUT OT OaJjlaHca TaKUX NOBeJleHYe-
cKUX QaKTOpPOB, KaK BbI30B, GpaHTa3us, JIOOGONBITCTBO U KOHTPOJIb. UMeHHO 3TH QaKTOpHI Jier-
JIM B NIOCJIeYI0IlleM B OCHOBY CO3/aHUs psifia 06pa3oBaTebHbIX Urp, HanpuMep, «The Oregon
Trail» (1971 r.), «Where in the World Is Carmen Sandiego?» (1985 r.). [lo3xe 6b1/11 NpOBe/IEHbI
6oJiee yriybJieHHble UCCIe[0BaHUs, NOCBsILleHHble KOMMepPYeCKHM U pa3BJjeKaTeJbHbIM Mr-
paM [JJjig MaccoBOro notpebseHus [5]. B cBoUX Uccief0BaHUAX aBTOPBI COLULIMCh BO MHEHUH,
YTO Jla)ke TaKHe KOMIIbIOTepHble UTPB], Kak, HanpuMep, Tomb Raider, MoryT cogepxath B cebe
BCTpPOEHHbIe 00yYalllie MeXaHU3MBbl.

Kypuanuct [Ik. T'appo B cBoell cTaTbe [6], moCBslleHHONW aHaAU3y QYHKIUMN UTP, OTMe-
4yaeT, UTO «Ja)ke TaKue NPOCTble KOMIIbIOTEPHbIe UTPhl, Kak Minesweeper u Solitaire, ucnosb-
3YIOTCS1 He MPOCTO JJIs MOJIyYeHHs Y[ 0BOJIbCTBUS, a BKJIOYAIOT B cebs1 06pa3oBaTe/bHYI0 CO-
CTaBJIAIOLIYI0 - 00y4aloT NOJb30BaTessl HaBblkaM HHTepdeiica. Microsoft Bkiwouuia Urpy
Solitaire B Windows, 4T06bl yCIIOKOUTD JilOJel, KOTOopble 604TCA paboTaTh B ONMepaliMOHHON
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cucteMe. A Takas npocTas Urpa, kak Solitaire, mo3BosinJia moJib30BaTeNIO AEJAATh C KOMIbIOTE-
POM UTO-TO 3HAKOMOE M 3a6aBHOE, a TAK)KEe HAyYMJia KX [10JIb30BATHCS MbIIIbIO».

2. Tunu3zayus u2poKoe8 u uz2poasuix 3,1emeHmos (koHey XX a. - Hacm. apemsi)

BrnepBble TeEpMUH «reiMubUKanusa» 6bl1 ynoTpebseH B 1980 r. 6puTaHCKUM NUcaTesieM
Y JJOKTOPOM M0 UCKYCCTBEHHOMY UHTeJ/IeKTy P. BapTsowm [7, c. 68]. OfgHako moj 3TUM TEPMHU-
HOM [IOHUMAJIUCh COBCEM He Te XapaKTepPUCTHUKHU, KaKue HUCII0JIb3YIOT yueHble ceiiuac npu ¢op-
MyJIMPOBaHUM 3TOU KaTeropuu. ['eliMmudukanusa no P. bapTiy - vcnosib30BaHHe UTPOBBIX 3Jie-
MEHTOB /IJisi COBMECTHOM paboThl M0JIb30BaTeEEM.

P. BapTan sBJisgeTca OJHUM M3 CO3J4aTesied MEPBOW MHOTONOJIb30BaTeJbCKOW OHJIAWH-
WUTpbl, OCHOBAHHOW Ha TEKCTOBON WHOpMAIMH, KOTOpas JaJjia Hayajao Bcell UHAYCTPUU Mac-
CHBHO-MHOTOI0JIb30BaTe/NbCKUX Urp. Ero paspaboTka He Oblja HampaB/ieHa Ha 06006IieHUe
BCex UTp 6e3 yyeTa I0Jib30BaTesedl, HO TeM He MeHee CTajla M0JIe3HbIM aJITOPUTMOM JJIs1 T10-
HUMaHMUs, 3a4eM JIIOJU UTPaloT B Urpbl. PoJsib yyeHOro B 3TOM MpOeKTe 3akJ/ioyaaach B paspa-
60TKe MIaTPOPMBI C IEPBLIMU 3jleMeHTaMU rediMudpuKaLnu.

B 1996 r. Ha ocHOBe co3zaHHOU maTdopMel P. BapTa paspaboTan k1accupUKaLUO UT-
pokoB Bujeourp «Kiaccudukauusi TunoB urpokos no baptay» (mep. «Bartle taxonomy of
player types») [8]. B ocHOBe kyaccupuKanyu JIEXKUT CETMEHTUPOBAHUE BCEX UT'POKOB IO ICH-
XO0JIOTUYECKMM THNaM: «HakonuTeau» (achievers), «kusepbi» (Kkillers), «ucciaegoBaTenu»
(explorers), «coruanbiuku» (socializes). J[aHHY0 THIIOJIOTUIO IO CUX MOP HUCNOJIb3YIOT MHOTHE
pa3paboTuuKU Urp pasHbiX cTpaH. Hampumep, TexHosorudeckass komnaHuu Mail.Ru Group
NpUMEHSET ee B COLMAJIbHBIX CETAX JJIsl ONTUMU3ALMU KaTajora Urp moJ, KaxJoro nojab30Ba-
TeJsl.

BsauMo/eiicTBue yesoBeKa U KOMIbIOTEpa CHOCOOGCTBOBAJIO MOSIBJAEHUI HAYYHOIO MH-
Tepeca K U3YYEHUIO PA3/JIMYHbIX aClEeKTOB I10J1b30BaTe/JbCKOr0 OMNbITA, AM3aiiHa UIp, BOBJe-
YEeHHOCTH U MOTHBaLuU. 06/1aCTh UCI0/1b30BAHHUS 3JIEMEHTOB UIPOBOTO JU3aiiHa B HEUTPOBBIX
KOHTEKCTaX, IPOJYKTaX U ycayrax AJjisi MOTUBALUH >KeJIaeMOoro ObLJI0 MPUHSATO Ha3bIBaTh «IeH-
MUApUKaLUEn».

3. 0606w eHue meopuu u nosi8/1eHUe MEPMUHA «2elMUPuUKaAYUSI»

(Hauano XXI 8. - Hacm. epems)

BrnepBble TepMUH «redMUUKALMS» B COBPEMEHHOW MHTEpPIpPETALMU ObLI UCI0JIb30BaH
B 2003 r. aHITMHACKUM pa3paboTuukoM U gu3zaiiHepoM urp H. Ilesuinarom [9; 10; 11], koTopbId
CO3/laJ1 KOHCAJTHHIOBYI0 KoMIaHuio «Conundra» Ajsi NpoABHKeHUs redMudukanuu B chepe
NOTpPeOUTENbCKUX TOBApOB. HecMOTpst Ha TO, YTO KOMIIaHUsI 3aKpbLjach, BIepBble Obljia 03BY-
YyeHa u/Jiesl, YTO UTPOBble MEXaHU3MbI U 3JIEMEHTBI MOKHO NPUMEHSTh He TOJIbKO K NOTpe6u-
TeJIbCKUM TOBapaM. B cBoem npoduse Ha meetup.com H. [lessiMHT 0TMeTHJ1, UYTO U306pes rei-
MUPHKALMIO CAUILKOM PaHO [IJIsi TIOHUMaHUs ee LIeHHOCTH 061ecTBoM [12, c. 32].

B 2007 r. komnanus «Bunchball» (USA) npu noanepxke «Adobe Systems Incorporated»
(USA) ctana nepBbIM 06JIaYHBIM NMPOrPaMMHBIM CEPBHUCOM C YHHUBEPCAJbHOW BCTPOEHHOU CH-
CTeMOU reMMuduUKaLUH, 31eMEHTbl KOTOPOW MO BbIGOPY MOIJIM MCIOJIb30BaTh OpraHU3aluy
JUISl TIOBBINIEHUS JIOSJIBHOCTH KJUeHTOB [12, c. 32]. [loMuMo opraHusaiyi, npejarariuiux
redMuUIMpPOBaHHbIE TIATGOPMBbI U OKA3bIBAKIIMX CIElMaJU3UPOBAHHbIE YCJIYTH, €CTb
60JIbIIOE YUCJIO TEX, KTO CMOT CAMOCTOSITE/IbHO aJalTUPOBATh KOHLENLUI0 reiMUpuUKaLnu K
CBOUM yCJIyTaM.

[lepBoe ynoMuHaHue 0 rediMupUKaLMU B GU3HECE MOSBUJIOCH B aHTJIOSI3BIYHOM Ipecce B
2007 r. 6snarogaps komnanuud Mint.com (USA), co3gaBiiedl OfjMH U3 JIyYIIUX CEPBUCOB AJIs
yHpaBJieHUs1 NepcoHa/bHBIMU PpuHaHcamu [9, c. 116]. OcHoBaTesIIM cepBHca yAaloCh C/le1aTh
CalT 0 $UMHAHCAX U MeHe/PKMeHTe 3HaMeHUTbIM He TOJIbKO CpeJid NpeAcTaBUTeed GUHAHCO-
BOM U 6u3Hec-chep KaHazbl, HO M cpeay Mo/b30BaTesield CMapTPOHOB BCETO MHUpa - NIPUJIONKe-
HHEeM BOCIIOJIb30BaJsoCh 6oJiee 13 MJIH YesoBek. KoMnaHus npejsioxuia CBOMM IN0JIb30BaTe-
JIIM He NPOCTO MOOUJIBHOIO GyXrajaTepa, HO U JONOJHUTE/IbHble UTPOBble UHCTPYMEHTHI, Jie-
JIaoliye yIpaBJeHue JeHeXXHbIMU Cpe/ICTBaMU MHTEePeCHBIM U 3aTATUBAIOIIUM IIPOLIECCOM.
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PaccMoTpeB OCHOBHbIe COOBITHS, CIOCOGCTBOBABIIME GOPMUPOBAHUID TeHMUPUKALUU
Kak koHuenuuu B 2010 r., oTpasuM rpaduyecku mpoiecc ee CTAaHOBJIEHUS] C TOYKU 3peHUs
MPaKTUYECKOTO MpUMeHeHUs (Ha puc. 2).

Puc. 2. lIlpukaHOM acleKT UCI0J1b30BaHUsI KOHIIEMIUY reMUbUKaUU
Fig. 2. The applied aspect of using the concept of gamification
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HcmouHuk: coCTaBJIEHO aBTOPOM.
Source: completed by the author.

Jo 2010 r. TepMuH «rediMUUKaLUsA» TOUYTHU HE UCIOJIb30BaJICS HAYYHBIM COOOIIECTBOM
U B 6u3Hec-cpejie. ITO 00YCAOBIEHO TeM, YTO TOJbKO K 2010 r. 6bL1 HaKOMJIEH MO3UTHUBHbBIN
ONBIT peajiM3allMy IMPOEKTOB N0 redMudukaunuy, a 3PpQPeKTUBHbIE NPOEKTHI, CBS3aHHbIE C
BHeJ[peHHWeM UIPOBbIX 3JIEMEHTOB, IPUBJIEKJIU BHUMaHHE YYEHBIX U NMPAKTUKOB K HU3y4eHHUIO
JlaHHOTO UHCTpyMeHTa [13; 14; 15; 16; 17; 18; 19]. K HauboJsiee akTyaabHbIM chepaM NpUMeHe-
HUSA reiMUUKaLMU B HACTOSLEee BpeMsI OTHOCSIT CUCTEMbBI OTC/IEXKUBAaHUS T0OKa3aTesen pabo-
Thl COTPYLHUKOB, yIIpaBJeHUsl UHHOBALUAMH, 06pa30BaHus, JUYHOCTHOTO Pa3BUTHUSA U B3aHU-
MO/ eMCTBUSA C KJIMEeHTaMHU.

OZHaKO POCT KOJIMYECTBA MPOEKTOB C UCMOJIb30BaHHEM re MU UKaLU COMTPOBOXKIAETCS
B psjie cay4yaeB mpobJieMaMM C UX peaausanueil U ynpasaeHueM [20]. Takas cutyanus oby-
CJIOBJIEHA HEJJOCTATOYHOW TeopeTHYeCKON NpopaboTKOM JaHHOW Npo6JieMbl U ABJSETCA Cef-
CTBHEM OTCYTCTBYIOIIUX AallPOOHMPOBAHHBIX AJITOPUTMOB M CXeM peajd3aluyd redMuduIypo-
BaHHBIX [IPOEKTOB IO/1 pa3JIMYHbIE LIeJIU U 33/1a4u 6u3sHeca [17, c. 1934].

['naBHas 3afaya reiMuPuUKaL UM 3aK/JI0YaeTCsA B MCIIOJb30BAaHUM [ICUX0JI0TMU UTpPHI. Ke-
JIaHW € TOJIyYUTh Y/I0BOJbCTBHUE SIBJISETCS OJAHUM U3 CAMBIX CUJIbHBIX MOTHBOB, MOOYK/JAI0ILINX
yeJioBeKa YBJIEYEHHO 3aHUMAaTbCs 4eM-1160. [loaToMy, UC0/1b3ys] MeXaHU3MBbI UTPbI, UTPOBbIE
3JIeMeHThl U GOPMUPYS UTPOBOE MbILILJIEHUE, MOXKHO JOOHUTHCS BOBJIEYEHHOCTU COTPYAHUKOB
WM KJIWEHTOB, a TaKe CO3/aTh 00y4Yalollyl CpejAy OpraHusanuy, GOpMHUpPYIOIYI0 HOBBIN
OIBIT U HOBbIE CIIOCOOBI pellieHusI TPo6JieM.
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